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FEEDBACK...6 

Trying to answer the 
age old question ... Is 
Super NES or Sega 
the better system? 




SNES HI-TECH...8 

Although it had its 
name changed, Ultra 64 
will release two games 
this year in the arcades. 


SNES TRICKS...10 

Play as the two Boss 
characters in the hottest 
fighting cart, Fighter’s 

History! 




FUTURE PI,AY...16 

Burn rubber with hot 
racing fun in Street 
Racer. Aiso, he’s hip, 
he’s happenin’, and he’s 
three years old. Delve 
into his world—Bobby’s 
World that is. Plus, 
much more gaming info, 
has been packed in! 


GAME OVER...51 

Here is one last look at 
Super Street Fighter II 
with its special 
character endings! 




SUPER PREVIEW...22-25 

Final Fantasy II, the greatest RPG 
series, has been followed up by Final 
Fantasy III. We feature the ail-new cast 
members, their skills, and abilities. 

SUPER PREVIEW...26-29 

Journey back to 18th century Japan to 
stop the evil Amakusa in Takara’s 
Samurai Shodown. 

SUPER PREVIEW...30-33 

Howdy pardners! Ya’II ready to travel 
back to the Wild West in Natsume’s new 
action game, Wild Guns? The West just 
got wilder! 

LAST MINUTE UPDATE ...a8-49 

They said it would never happen, but it 
has. Check out the two pages of blood 
and fatalities on the Super NES! 
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Now there is a magazine made exciusiveiy for owners of the 
hottest, most powerful Nintendo video game system ever made, 
the Super NES! Here is a magazine with all of the latest c-— 
information, unbiased multi-person game reviews and 
spectacular maps and tips, so incredible that only the edi¬ 
tors of Electronic Gaming Monthly cou\6 put it all together! 

Turn to the Super NES Buyer's Guide for the first and best 
info on the SNES and its games! In each bi-monthly issue, 
you will find pages and pages packed i —y —^ 
with the most detailed full-color cover- —' • —— 

age on everything for your favorite 16- - 2 

Bit machine! With an exclusive focus ^ ^ 

on the best and worst the Super NES 
has to offer, this Buyer's Guide is the 
one magazine you can trust to get the 


Only in the Super NES 
Buyer's Guide will you find the 
first coverage on the newest 
games like Street Fighter 2, 
Contra 3; The Alien Wars and 
T.M.N.T. 4. Don't miss out on 


INCREDIBLi IHIMBUCTORY OFFER!! BOWT Aff55 OUT OH... 

• Detailed reviews of the latest games by three teil-it-iike-it-is reviewers! 

• Exclusive previews of new games from both America and Japan! 

• Tips, tricks and strategies, complete with maps, that will let you score 


any of the action! Subscribe to 
the Super NES Buyer's Guide 
today! 
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GIVE ME THE SUPER NES BUYER'S GUIDE! 

Please start my subscriptioa to the Super NES Buyer's Guide, so I 

can be up to date on the latest games and 16-Bft tips! 
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Super NES Buyer's Guide, PO Box 1733, lombard, IL 60143-8733 

For faster service call: 

Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. AIJ other foreign subscrip¬ 
tions are $49.95. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (Ameri 
can Express money order^ Citibank money order, or any other type of check or money order that would go through a U.S. branch 
bank.) All orders must be prepaid. Please allow 6-S weeks for your first issue. The Super NES Buyer^s Guide is a Sendai Publishing 
Group publication and is not affiliated with nor endorsed by Nintendo of America, Inc. 
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This is the sectidh in which you get to give us compiiments, 
complaints, gripes, questions, rumors, and opinions, if the edi¬ 
tor ifkes your letter enough he may even print it right here in the 
mag! Send all letters to: Feedback: Letters to the Editor. Sendai 
Publishing Group, 1S20 Highland Ave., Suite 222, 

Lombard IL 60148. Due to the high volume of letters received 
we are sorry that individual letters will not be answered. Keep 
sending in those letters, because we love to get 'em. 

E-MAIL US! 

Got a suggestion, opinion, or other 
comment? Just send us electronic 
mail! You can also send mail to our 
other publications Mega Play, EGM, 
and EGM^\ 

•America Online, Delphi, Internet, & most others: 

75052.1667 ©CompuServe com 
•CompuServe: 

75052,1667 

•GEnie: 

75052,1667@compuserve.com@INET# 

GOOD JOB, NINTENDO! 

I would like to congratulate 
Nintendo of America on making the 
great choice of getting a rating sys¬ 
tem. I’m glad to see Nintendo change 
perspective of video games, from 
always unoffensive to "living on the 
edge.” It’s nice to see that games like 
Mortal Kombat II will be true to what 
they are, meaning the blood and fatal¬ 
ities. Thank you, NOA, on your fine 
choice of quality that you have made 
and that which you’re making in the 
present and future. 

Ernie Ortiz 
San Bernardino, CA 



You won’t see any sweaty scenes like this 
when Mortal Kombat II is released. 


(Ed. There were sighs of relief every¬ 
where when Nintendo announced 
they would adopt a ratings system, ft 
seems they finally listened to cof^ 
sumer on this one and it is <^i^iy 
for the better. Anyone who saw the 
Super NES version of Mortal Kombat 
II at the show will tell you It looks 
incredibly like the arcade version and 
has everything — blood, fatalities, 
friendships, babalities, hidden charac¬ 
ters. MK a isn’t the only game to ben¬ 
efit from the ratings; several other 
titles won’t have to worry about hav¬ 
ing even the most minute details 
changed—like making the female 
enemies In Final Fight II into males. 
This ought to make the rivalry 
between the heavy-hitting Sega 
Genesis and Super NES systems 
even bigger, as Sega hardiy ever cen¬ 
sored their games and was the first to 
adopt a ratings system.) 

THE SUPER NES WARS... 

I bought a Game Genie for my 
Super NES, and I was wondering how 
do you make codes for it? I paid $40 
for it. Now they say if I want new 
codes, I have to send them more 
money. Why don’t they teach us how 
to make the codes, I mean how com¬ 
plicated can it be? Can you find out 
the system for making codes? It 
would really help a lot. Another thing, 

I own a Super Nintendo, Sega 
Genesis, and a Sega CD. In my opin¬ 
ion, the Super NES is better. I’m no 
expert, but when I see the graphics 
on the Super NES and then on the 
Genesis, I know which one Is better, I 
didn’t like the Sega CD—^the Super 
NES is even better than CD technolo¬ 
gy. I paid a little over $100 for it and 
it’s better than the $350 I paid for the 
so-called “Next Level.” 

Dwaine Smith 
Belle Glade, FL 



Game Gertfe codes can add fitn lb 

games—like flaming knock-dopisf 

(Ed. One place to find great Game 
Genie codes is on the interNet com¬ 
puter system, if you don’t want to 
keep paying for new codes to be sent 
to you. Another way would be to try 
and hack them out yourself, but that 
isn’t very practical. The bottom line is 
there isn’t any way to “learn” how to 
make Game Genie codes. As to your 
other point, we have gotten several 
letters about the Sega Genesis and 
the Super NES systems, and there 
are some people who think the oppo¬ 
site of how you do—they think the 
Genesis is better than the Super 
NES. It is true the Genesis did come 
out first and does have more titles 
available. However, more isn’t neces¬ 
sarily better. As to graphics, yes, the 
Genesis doesn’t have the same color 
capacity as the Super NES system. 
Yet, there have been some recent 
titles for the Genesis system, where 
you’d think they were Super NES (like 
Gunstar Heroes and Shinobi III). As 
for the Sega CD, many people were 
disappointed in the early releases. 
Keep in mind, though, if you think the 
games for the Super NES are impres¬ 
sive now, just wait until the release of 
Donkey Kong Country. This game 
was Nintendo’s main feature at the 
Summer Consumer Electronics Show 
with eye-popping graphics. Could it 
boost Nintendo to the lead in the 
video game wars? Stay tuned...) 
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NEO*GEO CONVERSIONS 


I own a Neo»Geo and I think you II 
agree with me that if you want real 
arcade quality games this is the sys¬ 
tem for you; that is why I purchased 
this system. Obviously the price is 
steep, but if the games are good it is 
worth it, right? I love their games like 
Samurai Shodown, Sengoku, and 
World Heroes 2 Jet. Now here is the 
problem. I am not rich, so why the 
heck should I go out and pay 200 
bucks a pop for a game when in a 
couple of months it is on a 16-Bit sys¬ 
tem for 50 bucks, with minima! differ¬ 
ence! How can they take a 100+ Meg 
game and shrink it down to 30 Megs 
and retain all the quality? If I knew 16- 
Bit systems could reproduce my Neo 
games I would have never bought the 
thing. I also hear SNK is making a CD 
Neo*Geo that will have all the games 
from the cartridge system on CD, also 
for only $50 each. Have I made a mis¬ 
take in buying the Neo*Geo? 

Sean Akarsoy 
Bethlehem, PA 



The Neo*Geo version of Samurai Shodown. 
is the Super NES version better? 

(Ed. Ever since Neo*Geo conversions 
have been hitting the Super NES sys¬ 
tem, they have been getting better 
and better. Credit definitely goes to 
Takara, the company that has been 
doing most, if not all, conversions of 
the popular arcade titles for home 
systems. As for minimal difference 
between the Neo and the Super NES 
versions, the graphics on the Neo are 
much better than those on the Super 
NES, but keep in mind, the 16-Bit sys¬ 
tem simply doesn’t have the same 
capacity as SNK’s system. Not to say 
the Super NES versions don’t sport 
some incredible graphics of their own, 
It’s just the Neo does have some 


advantages over the Super NES. 

As to your other question, yes, the 
Neo^Geo will have a CD system com¬ 
ing out here in the fail of ‘95, and the 
games will probably cost in the $50 
range.) 

MORE VARIETY 



the folks at Square are way ahieadW 
you. For their upcoming Final Fantasy 
III, several characters will have moves 
that are performed and executed simi¬ 
lar to those of characters in Street 
Fighter II [just wait until you see the 
Spinning Piledriverf] It’s an interesting 
combination.) 


All you see now are ads for fighting 
games. For example, Mortal Kombat 
II and Super Street Fighter II. Don’t 
get me wrong, I like fighting games. 
They should spend more time making 
adventure games of role-playing 
instead of making repeats of the 
same game over and over again. I 
hope I’m not the only Super NES 
player with this viewpoint. 

Corum Van Esch 
Ontario, Canada 



New characters; Nightstalkers is Capcom’s 


latest arcade fighting game. 

SF MOVES IN AN RPO 

Since people are complaining about 
companies making too many fighting 
games instead of RPGs, then why not 
just make a RPG with battle scenes 
like Street Fighter II? Kinda like a mix 
between Shining Force and SF2. 
Maybe you can do that Fireball 
motion and a wizard can shoot out 
lightning! 

Billy Teng 
Elmhurst, NY 



Final Fantasy III will feature moves 
with Street Fighter motions. 

TNE SUPER GAME BOY 

I have noticed Nintendo preparing 
the Super Game Boy and Donkey 
Kong, the first game that takes full 
advantage of this new peripheral. I 
was wondering, what are Nintendo's 
plans for this new converter? I am 
also a fan of short, fat characters. I 
was concerned, are there any Kirby or 
other such games scheduled for pro¬ 
duction on the Game Boy and Super 
Nintendo systems? 

Brandon A. Smith 
Detroit, Ml 



(Ed. First, Corum, there do seem to 
be more fighting games being 
released. By the same token, there 
are just as many other games being 
produced. Usually the really big titles 
get mentioned [and over-mentioned], 
while the smaller and usually better 
ones get pushed aside. There is plen¬ 
ty of variety out there, you just have to 
look for it. As for Billy’s suggestion, 


The Super Game Boy allows you to play 
Game Boy games on the Super NES. 

(Ed. The Super Game Boy system 
doesn’t just allow you to play Game 
Boy games on your Super NES, but 
also lets you color the games as well. 
Future releases for the system will 
also be encoded with even more 
options, but any old Game Boy title 
can be played on the system.) 
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I THE NINTENDO 64-BIT 'PROJECT REALITY'ltENAMED 
_ ^ULTRA 64/ DUE IN '95 _ 


THE ULTRA 64 SYSTEM: 

The first two 64-Bit titles for 
Nintendo’s upcoming Nintendo Ultra 
64 game system were unveiled at the 
Summer Consumer Electronics Show, 
giving consumers a glimpse of what’s 
to come. 

Previously called Project Reality, 
the two games for the Ultra 64 were 
Killer Instinct and Cruis’n USA, Both 
will be released in the arcades later 
this year, with home releases the fol¬ 
lowing year. The first game, Killer 
Instinct, is a 3-D futuristic fighting 
game that was developed by Rare 
Ltd., a U.K.-based company responsi¬ 
ble for the popular Battletoads games. 
The other Ultra 64 title, Cruis’n USA, 
features America as the racetrack. 
Players zoom from San Francisco 
across the country. The finish line: 

The White House. Other titles are in 
the works with Acclaim signing on as 
the first third-party licensee to create 
games for the system. 


On with the show: of all the games 
at the Summer CES, the hands-down 
winner was Donkey Kong Country. 



Uniracers is another game employing 
Donkey Kong’s technology. 


Just as Super Metroid was the best 
game at the Winter CES, Nintendo 
again has another winner—^this time 
with a character introduced over 10 
years ago. Coincidentally, DKC uses 
the same technology 
as games for the 
upcoming Nintendo 
Ultra 64 system. With 
unbelievable ACM 
(Advanced Computer 
Modeling) technology 
and atmospheric 
sound. Donkey Kong 
Country will surely be 
a big hit when the 32-Meg cart is 
released this November. Nintendo will 
definitely set a new standard with the 
computer-generated graphics of this 
cart. Another Super NES title to utilize 


the same technology as DKC is 
Uni racers, a new title that will also set 
a standard for racing games. With 16 
different unicycles to pick from (each 
given 6,000 frames of animation), the 

game also features 
two-player split-screen 
racing action. 

Uniracers will be 
released by Nintendo 
this October. There 
will also be some “sim¬ 
pler” 16-Bit releases 
from Nintendo, includ¬ 
ing the SuperScope 
game Tin Star, the sports title Super 
Punch-Out!!, Tetris 2 (a new version 
of the popular 8-Bit title), and Illusion 
of Gaia, an RPG due this September. 


NAKITEK'S GAMESAVER 

Tired of games with no Password 
or Save Game Function that you 
have to pause or play straight for 
days on end? Nakitek presents the 
GameSaver, a cartridge 
(shaped like a Pro 
Action Replay) that 
doesn’t save games, 
it simply “remembers” 
the spot you were at 
when you turned it off 
Simply plug the car¬ 
tridge into the top of the 
Super NES peripheral the 
way you would any game 
and then plug the game 
into the top of the 
GameSaver. By pressing a series 


of buttons, you can save your spot in 
a game with its erasable ROM func¬ 
tion. Using four AA batteries, the 
GameSaver will remember your spot 
for up to 30 hours. There is 
also a rechargeable battery 
pack, similar to the Nakitek 
Action Pak Plus. The 
GameSaver cartridge also 
has a slow-motion feature 
allowing you to adjust to 
half-quarter speed. The 
GameSaver isn’t only for 
use with your system—it 
will work on any Super 
NES system. The 
GameSaver is due for 
release this fall with a 
retail price of $49.95. 
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ACT NOW! 

and receive Issue One, 
Pnlybagged With 
An Originai Movie Poster 


The coupon below is your VIP pass to special savings 
on a charter subscription to the only full-color 
monthly magazine of science fiction, action, and 
adventure movies! Save big bucks and get the first 
word on the hottest new movies and TV every month! 
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interviews and behind-the-scenes reports that can’t be found any¬ 
where else! 
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Play as the Bosses: 

Now you can play as the 
two Boss characters in the 
game, Clown and Karnov! 
To do so, turn the game 
on and wait for the Title 
Screen to fade in. Then, 
on controller one, enter the 
following code: RIGHT, 


Enter the code when the Title 
Screen completely fades In. 


By Data East 


RIGHT, UP, UP, L button, 
R button. You should hear 
a chime. Now go into any 
of the options and you can 
pick Boss fighters Clown 
and Karnov! Finish the 
game with either of these 
two and check out their 
unique endings. 


Clown's Moves: 

Pick-A-Card: Hold back, 
then forward with any 
punch. Bail Roil: Hold 
back, forward with any 
kick. Head Stamp: Hold 
down, up with any punch. 
Spin Drop: Hold down, up 
with any kick. 


Kamov’s Moves: 

Rapid-Fire Kicks: Hold 
Back, forward with any 
kick. Balloon Attack: for¬ 
ward, down-forward, 
down, down-back, back, 
back-up, and any punch; 
Fire Breath: Tap twice 
forward and any punch. 


Play as the two hidden 
Bosses, Clown and Karnov! 


Master Clown’s many 
methods of mayhem. 


Karnov has several attacks- 
like his Fire Breath! 


Several Tricks: 

30 Continues: 

Wait for the options to 
appear under the Title 
Screen. On controller two, 
press the SELECT button 
seven times. You should 
hear a chime and you will 
now have 30 Continues to 


Perform all these tricks at the 
Title Screen Options. 


SHIEN'S REVENGE 

By Vic Tokai 

finish the game. screen! 

Nine Special Weapons: Dynamic Mode: 

Wait for the options to This will allow you to play 
appear under the title on the game on the easiest 
the Title Screen. On con- setting. At the Title Screen 
troller two, press START when the options appear, 

seven times. Now you’ll press the top Left button 

have nine Specials that seven times. Go into 
wipe all enemies off the Options and you’ll find the 


Dynamic (easiest) setting 
for the game. 

Almanic Mode: 
Like the Dynamic Mode 
trick, press the top Right 
button seven times 
instead. In the Options, 
select the Almanic Mode 
which is the hardest. 


With the Special Weapons 
trick you will get nine! 


Limited Continues are no 
problem when you have 30. 


Access the hardest difficulty 
setting—Almanic. 
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SATURDAY NIGHT SLAM MAST 

By Capcom 


Objects in the Ring: 
Now you can take objects 
that are outside the ring 
and use them as weapons 
inside the ring! In the 
Single Match, do the fol- 


Exit the ring and look 
for an object on the floor. 


Computer Opponent 

Choose “Battle Trax” on 
the Game Selection 
Screen. Pick the vehicle 


SPEED TRAk 

SXniMiiw "•nAx 

BATTI.E TRAX 
FREE TRAX 


lowing: Exit the ring and 
find an object (bottle, fold¬ 
ing chair, folding table, 
metal box, etc.). You’ll 
have to be fast here. If you 
stay out of the ring too 




long, you will lose the 
match. Then, take the 
object to either side of the 
ring and throw it in by 
jumping up and pressing 
the attack button (if you’re 




lucky, you can throw It and 
strike your opponent). 

Then enter the ring and 
bash your opponent with it! 
This also works with two 
players. 


*- • r ’ 


♦ I ♦ 


4'.- 

. ^ ,\j 









Take the object to the side 
of the ring to throw it in. 


Jump up and throw 
the object into the ring. 


Now you have the object to 
bash your opponent with! 



UU^J' ' 






STUNT RACE PX 

By Nintendo 

you want to race, and then onds, the computer will 
with controller two, pick 
your opponent. Start the 
race and after three sec- 


take over your opponent’s 
car and you will be racing 
against the computer! This 


is a great way to sharpen 
your skills and determine 
other cars’ strengths and 
weaknesses in the game. 
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Pick the Battle Trax at the 
Game Selection Screen. 


Pick your car and then your 
opponent’s vehicie. 
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Start the race and wait 
for three seconds. 


The computer will take over 
the second car and race you. 


ART OP PICHTINC 

By Takara 


Nine Continues: 

Start the game in Story 
Mode and pause it by 
pressing the SELECT 
button. Then do the fol¬ 
lowing on controller one: 


UP, X, LEFT, Y, DOWN, 
B, RIGHT, A, L button, Y. 
The game will then cut to 
the lengthy melodramatic 
ending. Learn all the 
Ultimate Counter Attacks! 


rooo 




STOP. ROBERT! 


f.;;- 


By Hudson Soft 


Debug Menu: 

At the Title Screen, hold 
the top L and R buttons 
and B down. With these 
held, do the following: 
DOWN, DOWN, UP, 


LEFT, RIGHT, DOWN, 
RIGHT, LEFT. The Title 
Screen will then turn from 
blue to purple. Press 
START, and you will 
enter the Debug Menu. 
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Pause the game by pressing 
SELECT and do the code. 


The screen will suddenly cut 
to the melodramatic ending! 


The Title Screen Should turn 
from blue to purple. 


Select all types of options 
here In the Debug Menu. 
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SPIKE MCPANC 

By Bullet Proof 


Second Player: 

This trick will allow a sec¬ 
ond player to join in this 
adventure game. At the 
Title Screen, enter the fol¬ 
lowing on controller one: 


DOWN, B, LEFT, B, UP, 

Y. RIGHT, Y. You should 
then hear a chime to show 
that the code worked. Start 
the game and go through 
your castle and confront 


the Boss, Felina. She is 
tricky to defeat, and it may 
take a few attempts before 
you can defeat her. When 
you beat her, you will be 
seemingly trapped until 


Rudy comes to your res¬ 
cue. Then go back to the 
town and you can now use 
her with controller two. 

Kenta Tohara 
New York, NY 




Rre you 
Spike flcFanS, 



f33 3Gl 




With the first controller, do 
the trick at the Title Screen. 


Fight Felina and win. Rudy will 
then rescue you. 


Now go back to the town 
and Rudy will join you. 


Now you can control Rudy 
with controller two. 


ETROID 

By Nintendo 


Kin Dorigon Fast: 

When you get to Dorigon 
(the Boss in Maridia), 
shoot the electrical sock¬ 


ets on the walls to expose 
the power supplies. Stay 
at the left side close to the 
wall and let Dorigon grab 


you. Use your Grappling 
Beam and fire into the 
power supply, and the 
power will go right into 


Dorigon, killing him 
instantly. Timing is crucial 
here, and you will take a 
little bit of damage. 


rr r 
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Stay near the exposed electrical Have the Grappling Beam Fire the beam at the exposed 
current on the left wall. ready for when he grabs you. power supply to fry the Boss. 


Dorigon will be fried and 
guickly go down in flames. 


T2: JUDGMENT DAY 

By LJN 


Level Skip: 

Turn the game on and wait 
for the Title Screen. When 
the title comes up, enter 
the following code on that 
screen before it fades out: 


LEFT, UP, RIGHT, UP, 
LEFT, LEFT, LEFT, 
RIGHT, DOWN, DOWN. 
You will then hear a tone 
confirming that the trick 
worked. On the “Today’s 


Best” Screen, enter the fol 
lowing: RIGHT, UP, UP, 
LEFT, RIGHT, RIGHT, 
RIGHT, LEFT, DOWN, 
DOWN, RIGHT, UP. You 
will then hear another 


tone. Start the game and 
press the top L and R but¬ 
tons simultaneously and 
you will skip any level in 
the game. Proceed to the 
end of the game. 







Enter the first part 
of the code at this screen 


Enter the second part Press the top L and R buttons 

at this Today’s Best Screen. simultaneously to skip a level. 


You will get the maximum 
accuracy for that level. 





























































AERO THE ACRO*BAT 

By SunSoft 


Nine Continues: 

At the screen with Aero 
flying, enter the following 
code on controller one: X, 
Y, B, A, X, A, B, Y, UP, R 
button. You should hear a 



chime to show that the 
trick worked. Now when 
you play the game and 
lose all your lives, you will 
have nine continues 
instead of five. 


r \ A f t f * f 

'S 9 * ff 


At this screen enter the code 
for nine continues. 


When you go to the Continue 
Screen, there are now nine! 


ROCK N' ROLL RACING 

By Interpiay 


$999,000 in Cash: 

On Veteran Difficulty, 
enter the following pass¬ 
word: 989Y C02V WS6M. 
For Warrior Difficulty, 
enter this password: J89I 




C02V WS6M. Both of 
these passwords will start 
you with $999,000. Buy 
any car you want. 

Andre K. Da Cosa 
Rio Grande, Brazil 
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Go to the Password Option 
at this screen. 
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Enter the passwords for 
$999,000. Buy anything! 






STREET FIGHTER 

By Capcom 


More Same Fighters 
in Group Mode: 

Pick the Group Battle from 
the Title Screen. On the 


if? 


Battle Mode Select 
Screen, press the top L 
and R buttons alternately 
and rapidly on the second 


BArriH hOlir Sl-'iF:'-! 


Control Pad. Keep doing 
so until you hear Vega’s 
laugh. Choose Match Play 
or Elimination. Now you 


can choose eight of the 
same characters. 

John Whittaker 
Milford, CT 


Bii 


ELIHIHATIOH 


GBOUP BATIXE 




Select the Group Battle Mode 
at the Title Screen. 


Press the L and R buttons 
alternately at this screen. 


Now pick the same fighter 
as many times as you want. 


See if you can sweep 
the match with the fighter. 



C Z 

By ASC 


The Champion: 

Pick your fighter and 
opponent. Win the follow¬ 
ing match. When the ref¬ 
eree raises your hand, 
hold Y, B, X, A, L, R and 


SELECT simultaneously. 
While holding these, 
press START. You’ll have 
your picture taken. 

Pedro L. Borges 
Juncos, P.R. 

WMIIZZ 

EL NUEVO CAMPEON 





When the referee holds up 
your arm, do the code. 


You will then be declared the 
champion by the press! 



SUPER STREET FIGHTER 

By Capcom 

Button Configuration: fighter. Hold down the 


Start the game and go to 
the Player Select Screen. 
On any mode in the 
game (Super Battle, 
Group Battle, etc.) pick a 


SELECT button and you 
can then go to the 
Configuration Screen. 
Now you can change the 
buttons any way you like. 
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Pick your fighter and 
then hold down SELECT 


Now you can configure your 
buttons the way you want. 
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Take the $100,000 and put 
it into development. 


Game Genie Codes: 

You must have a Game 
Genie to perform the fol¬ 
lowing tricks: 

Special Moves in Ain 
Enter the following code 


SUPER STREET RICHTER 

By Capcom 


and some special moves 
can be done in the air: 

DD47-8DD1 

No more air superiority for 
Chun Li! 

Shocking Moves: 


Every hit will shock your 
opponent and knock him 
or her down: 

CB17-8FAD + FC17-84DD 

This effect is just like 
Bianka’s Electricity. 


No Pause After Throwing 
a Fireball: 

With Ken and Ryu, there is 
no pause after throwing a 
Fireball: 

3109^57AS 


Cammy attacks Bison from 
the air with her Cannon Drill. 


Fei Long shocks Cammy 
with his electric kick. 


Now, race at incredible 
speeds with the engine. 


Now there is no pause after 
throwing a Fireball. 


Special moves can now 
be done in the air. 


In the Lab, pick the ENGINE for 
an upgrade and press START, 


By Capcom 


Sure-Fire Goal: 
Get the ball and head 
toward your opponent’s 
goal. Stop at a certain 
point right before the 
small half-circle before 


Stop right at this point 
and kick the ball. 


Incredible Engine: 
Play until you get at least 
$100,000. At the Mode 
Select Screen, pick the 


your opponent’s goal and 
kick the ball. With prac¬ 
tice, you should be able 
to score every time. 

Jeffrey Arp 
Papillion, NE 


With practice, you can 
score almost every time. ^ 


SUPER STREET FIGHTER 

By Capcom 


Speedy Demo: 

Go into Tournament 
Mode and have the com¬ 
puter fight itself. Then, 
press any of the six but¬ 
tons (A, B, L, R, X, Y) at 


any time, and the com¬ 
puter will suddenly 
engage in a fight at turbo 
speed! However, this 
works for the computer 
demo only. 


Let the computer fight itself 
in the Tournament Mode. 


Watch the characters fight 
at turbo speed. 


FI ROC 

By Seta 


R&D Option. Move the tire 
next to the lab under this 
option. Under the Lab 
Option, move the cursor 


next to the ENGINE. When 
you see the professor, put 
the $100,000 into develop- 
ment of the engine by 


pressing DOWN until all 
the money is in. When 
complete, press B and A 
together in a race to use it 
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Pick the R&D option 
and select the Lab. 
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MEGA REVIEWS • COMING ATTRACTIONS • MEGA TRICKS 

INTERNATIONAL • MEGA STRATEGIES 

FROM THE EDITORS OF ELECTRONIC CRMINC MONTHLY.... 


THE #T ALL-SEGA VIDEO GAME MAGAZINE 


Finally, a magazine made 
exclusively for owners of the 
Genesis, Sega CD and 
Game Gear! Introducing 
Mega Play, the first full-color 
publication with all the tips, 
tricks, reviews and previews 
a Sega fan could ever want! 
Each bi-monthly issue is 
packed with behind-the- 
scenes info and photo¬ 
spreads of the latest 8-Bit 
and 16-Bit sensations. And 
since it is from the editors of 
EGM, you know Mega Play is 
a magazine you can trust! To 
get the most out of your 
Sega system, you NEED 
Mega Play! 

fHE SECA SATURN - EXCLUSIVE SYSTEM PICS AND INFO INSIDE! 


SeCPi 'S TCP StCHfTfrillCA CD sri^EAl 


THE #1 ALL-SEGA VIDEO CAME MAGAZINE 


24>MEC SEQUEL! 


PRBVIli ifcSiM 

riNHEJiD 
COMBAT CARSir 
VIRTUA RACIHC 
DEMOLITIOH MAH 
SYLVESTER KTWEETV 
KING OP THE monsters 3 
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* LEARN TRICKS AND 
SECRET STRATEGIES ON 
THE NEWEST GAMES! 

* BE THE FIRST TO LEARN 
ABOUT THE NEW GAME 
SYSTEMS, PERIPHERALS 
AND ACCESSORIES. 

* READ HONEST, HARD¬ 
HITTING GAME REVIEWS 
FROM SEVERAL PLAYERS. 


* GET THE FIRST INFO AND 
PHOTOS ON ALL THE NEW 
GENESIS, SEGA CD AND 
GAME GEAR CARTS. 

* FIND OUT WHICH 
INTERNATIONAL GAMES 
ARE HOT! 

* PLUS PAGES OF GAME 
MAPS, DETAILED 
STRATEGIES AND MORE! 


INHMMMNmm 

PLEASE START MY INTRODUCTORY SUBSCRIPTION TO MEGA PLAY 
THE ALL-SEGA GENESIS, SEGA CD AND GAME GEAR MAGAZINE! 


NAME 


ADDRESS 

CITY 

STATE 

ZIP 

Payment enclosed 
Credit card orders: VISA 

Cord no. 

MC 

Bill me 

Expiration date 



Signature 




Please mclude $ 19.95 for your subscription and mail to: 
Mega Play, PO Box 1733, lombard, IL 60148-8733 

for faster Service, Call: 708-268-2498 

Moke check or money order poyable to Sendai Publishing Group, Inc* Canada and Meilco add $ 10*00* All other foreign add $20*00* Any/a II 
(kecks or money orders must be payable in U.S* funds, and must be drown on an American bank* (Amerkon Express money order. Citibank 
money order, or any other type of check or money order that would go through a U.S. branch bonk.} All foreign orders must be prepaid. 
Please allow 6-8 weeks fc»r your first Issue. Bi-monthly Issues wilt be mailed thereafter. HSN Kd 

















































NEW SOFT NEWS 

Cruis’n USA is a brand new arcade 
game from Midway and Nintendo. It 
will be one of the first games ready 
at the launch of Nintendo’s new Ultra 
64 system early next year. The game 
features 14 tracks, four of which can 
only be reached if you “Cruise the 
USA", which means you start in San 
Francisco and eventually end up in 
Washington, DC. There are also four 
cars to choose from: Devastator VI, 
Italia PC4, a ‘69 Muscle Car, and La 
Bomba, a ZZ Top looking dragster. 
The scrolling and rotation sequences 
are incredible, and the game is just 
plain fun to play. The Williams/ 
Midway programmers seemed to 
think that the new Ultra 64 would be 
the only system capable of allowing 
fully texture-mapped polygons. The 
development team spent three years 
travelling around in a Geo Metro 
grabbing images from some familiar 
and unfamiliar territory from the high¬ 
ways and landmarks of Chicago, to 
the beautiful landscapes of the 
Grand Canyon and Death Valley. So 
fasten your seat belts, it’s going to 
be a bumpy (and fun) ride! 




Watch out for crossing animals unless 
you want a new hood ornament. 


UBI SOFT 


STREET RACER 


CART SIZE THEME AVAILABLE 


8 MEG I DRIVING I NOVtIIIBER 

It’s fast, it’s frantic, it’s furious, and 
it’s fun. It’s Street Racer, the only 
four-player racing game that com¬ 
bines the best of both racing and 
fighting in one. 

In Street Racer, there are a ton of 
options from changing the difficulty 
of the game level to the number of 
taps you want to race. There are a 
total of eight different drivers to 
choose from, each with his/her own 
custom racer to tear up the road. 
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Along with all of the options packed 
into this game, there are five varied 
games to test out as well. 

The Practice Mode is where you 
get used to all of the tracks and 
determine the strengths and weak¬ 
nesses of the characters. Once you 
feel comfortable with a player you 
then can try the Head-to-Head 
Mode, where two players battle it out 
for first place. If you need a real test 
you can try the Championship Mode 



STREET RACER OPTIORS 


GAME OPTIONS 


n 
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n 
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Meapons c; 

FI ght f n 3 
D an age 
Col T I s i ORs: 

DiFFIcu1ty 
Laps Per Pace 
Soccer/Pui-ib T e Spd 
Soccer Goa 1 

Cars In Practice 


5 y 


Easy 
05 
S \ ot*i 
05 

03 ti i note 


Mus\c T est 
Sound T est 
Sound Mode 
Uo1UM e 


Title Tune 
Sfx OO 
Stereo 
lO 


CUSTOM CUP SETUP 



where wit and determination are 
needed. It’s in this mode where you 
race on all 24 tracks. If you’re into 
no-holds-barred action, the Rumble 
Mode is definitely for you. Here the 
last one standing is the winner— 
eliminate your opponents by crash¬ 
ing into them and knocking them out 
of the arena. The Rumble Mode is a 


real blast with four players. There is 
even a Soccer Mode In Street Racer, 
and it’s soccer tike you’ve never 
played it before. Use your car to 
speed around the pitch, grab hold of 
the ball, and try to score. 

Street Racer gives you a thrill a 
minute with all the options and game 
modes, so put the pedal to the metal. 
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TECH ENTERTAINMENT 


BOBBY'S WORLD 


CART SIZE 


8 MEG 



ACTION DECEMBER 


He’s hip, he’s happenin’, he’s 
three years oid! He’s the star of FOX 
TV’s #1 Saturday morning animated 
hit, and now he’s taking his fantastic 



adventures to the Super NES. 
Anything goes when this pint-sized 
phenom’s overactive imagination 
kicks in. 

In Bobby’s World, Bobby is doing 
what he does best, which is day¬ 
dream. The mind of this 3-year-old 


'^03 




takes gamers out of the world of 
reality and behind the face of 15 
wacky challenges and thousands of 
out-of-this-world obstacles. Hi Tech 
Entertainment will help pave the way 
for Bobby’s leap into the video game 
world to make all of his cool adven¬ 
tures come true, but he can’t do it 
without you! 
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U. S. GOLD 


THE INCREDIBLE HULK 

CART SIZE 

THEME 


12 MEG 

ACTION 

NOW 







In the Incredible Hulk you take on 
the roll of Dr. Bruce Banner, a top 
nuclear physicist, who was caught in 
the blast from an atomic explosion 
while trying to save his close friend 
Rick Jones. Having been exposed to 
a massive dose of gamma radiation. 



Dr. Banner’s body chemistry was 
inextricable altered. Now a mutated, 
huge, green monster with super¬ 
human strength, he is now the 
Incredible Hulk. 

It seems that one of Hulk’s great¬ 
est foes, the Leader, has decided 
that Earth should be conquered and 
ruled only by someone of his superi¬ 
or intellect. As the Hulk you must 



use your brute strength and 
Banner’s great intellect to destroy 
the Leader and save the Earth. 



ACCLAIM 


MAXIMUM CARNAGE 


THEME 

AVAILABLE 

16 MEG 

ACTION 

SEPTEMBER 


Spider-Man’s greatest adventure 
is about to take place on the Super 
NES with the evil Carnage. You play 
the as Spider-Man who 



possesses the proportionate 
strength of a spider as the result of 
being bitten by a radioactive arach¬ 
nid. Even though you have super 
powers, along with an amazing array 
of wondrous web-shooters, you 
must always make sure you hit the 






streets prepared, no matter what 
supervillains await you. One of the 
best features of the game is when 
an opportunity arrives, you will be 
able to play as either Spider-Man or 
Venom, and the one you choose to 
play will affect the course of the 
game itself. This is a great added 
twist. 
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It’s Springfield Elementary’s 
annual science fair, where students 
of all grade levels learn about sci¬ 
ence through shoe-box dioramas. It 



seems that a Virtual Reality machine 
has been made for the fair and it has 
fallen into the wrong hands—Bart’s. 


Being pulled into the VR machine, 
Bart becomes a part of the virtual 
reality. You see what Bart sees—^the 
Virtual Wheel surrounded by seven 



different windows. Six of these 
windows represent the programs 
that Martin, the ingenious inventor 
of the machine, has written for his 
demonstration. The final window, 
originally the exit, now represents 
a bonus window. When Bart stops 
spinning, the computer runs the 


program he’s pointing to. 
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Sonic Blast Man 2 is finally out for 
the Super NES. As opposed to the 
original Blast Man, this version has 
three characters to choose from 
instead of just one. The game is 
definitely one of the better side¬ 
scrolling fighting games out there. 



One of the good things about the 
game is that each of the characters 
has a different fighting style, special 
moves, and combos. Another plus is 
that your enemies change as the 
levels progress unlike some of the 
other side-scrolling fighting games. 
Adding more to the fun of Sonic 
Blast Man 2 is the Two-player 
Simultaneous Mode, which just 



makes the Bosses and enemies 
more enjoyable to beat up. Blast 
Man 2 is nonstop fighting action! 




Just as the NBA has come a long 
way from set shorts and canvas 
sneakers, NBA Live ‘95 is advanced 
far beyond previous b-ball video 


games. Brand new from the ground 
up, it maintains the features and 
strategy of previous EA Sports NBA 
titles and adds a fresh new perspec¬ 
tive, all-new animation. Incredible 
sound and graphics, and more 
options than ever before. 


Pick from all 27 NBA teams (each 
with realistic playing styles), two All- 
Star teams, and four custom teams. 
The new player animation includes 
jump shots, jump hooks, layups, and 
a zillion slams to try out. NBA ‘95 is 
one of the most advanced basketball 
games on the planet. Be sure to 
check it out. 


NBA LIVE '95 


AVAILABLE 


12 MEG SPORTS NOVEMBER 











































































































































































































NINTENDO 


DONKEY KONG COUNTRY 

CART SIZE 

THEME 


32 MEG 

ACTION 

1 NOVEMBER 


lEmM 

SUPER PUNCH OUT 



SIZE 


THEME 


16 MEG SPORTS OCTOBER 




Donkey Kong, king of the Nintendo 
jungle of characters, is back! He’s 
bigger and better than ever, and for 
the first time on the Super Nes! 


DKC is a flagship product for the 
big N. The 32-Megs of power feature 
completely computer-rendered 
graphics, giving the game a three- 
dimensional look (made possible 
through Nintendo’s partnership with 
U.K. developer Rare LTD). It is also 


the first video game to use the 
Silicon Graphics Workstation. The 
new game stars Donkey Kong and 
introduces his monkey sidekick, 
Diggy Kong. Romp through fantastic 
worlds of adventure! There they 
meet up with a cast of new friends 
who assist them in defeating their 
foes, plus the evil Kremlings. 
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Nintendo introduces its newest 
boxing challenge—Super Punch Out 
for the Super NES, following the 
success of the arcade hit Punch 
Out, which was introduced 10 years 
ago and on the NES system in 1987. 

Professional and amateur sports 



video game players will be chal¬ 
lenged by the updated boxing com¬ 
petition which takes full advantage 
of the Super NES’ capabilities. 
Awesome graphics with great sound 
and bold colors make the huge char¬ 
acters come alive for hours of enter¬ 
tainment and lasting game play 
value. Help your character fight his 
way past each new opponent who 



threatens him at a different level of 
fun and challenge at every stage of 
the game. 



Uniracers for the Super NES fea¬ 
tures amusing animated unicycles 
that perform amazing turns and 
gravity-defying jumps at record 



speed. The unicycles were designed 


using the powerful Silicon Graphics 
Workstation. Each unicycle has a 
unique personality, which provides 
hours of amusement. Not only do 
they express joy at winning a race, 
but they also throw some fierce 



temper tantrums upon losing. 


The game features 16 different 
unicycles, each with more than 
6,000 frames of animation allowing 
for fluid movement as they careen 
down abstract, geometric courses. 
Players are judged not only on their 
course time, but the difficulty of their 
stunts and tricks as well. 
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Tin Star for the Super NES fea¬ 
tures robots dressed like Western 
characters and Tin Star, the humor¬ 


ous robot sheriff who guards them. 



Tin Star was created by the same 
team behind the popular Ken 


Griffey, Jr. Presents: Major League 
Baseball. It is the first video game to 
offer players the choice of using 


three different controllers: the Super 
NES controller, the Super NES 



Mouse controller, and the Super 
NES Super Scope. 


Against the backdrop of the Wild 
West, players use either controller to 
aim and shoot at the various threats 
to the metal hero. Only sharp shoot¬ 
ers will prevail in this one-player 
target shooting game, filled with 
surprises. 




CART SIZE 


ACCOLADE 


BUBSY II 


AVAILABLE 


16 MIG I ACIION I OCTOBER 





Accolade’s talkative Bobcat is 
back and better than ever in his 
second adventure, with exciting new 
levels for him to travel through. 


Bubsy is sure-footed, with a mind 
like a steel trap, and all the common 
sense of a lemming. This makes the 
bobcat the purr-feet candidate to 
bounce, pounce, run, leap, squash, 
squish, slip, and slide his way 
through his latest adventure. 


In Bubsy II, our faithful hero must 
go up against the capitalist boar 
Oinker P. Spamm who is Bubsy’s 
oiliest adversary yet. Oinker is a 
smooth operator and the greediest 
pig you’ll ever meet. Get ready for 
the ultimate battle between good 
and evil, fur and pork. You’ll have a 
grand ole time! 


areas, and now it’s up to you to save 
the princess and the Earth as well. 


^(! 






Blackjack, the notorious space 
pilot, has kidnapped her Royal 
Highness, Princess Honey of Klown 
Planet. His diabolical plan is to hold 
the princess for ransom and take 
over Klown Planet. The mighty king 
of Klown Planet has asked you 


(yes, you) to rescue his daughter 
and restore peace to his crazy king¬ 
dom. With the sights of your space¬ 
ship on the evil Blackjack, you pre¬ 
pare to blast him to smithereens with 
the molecular de-stabilizer. Instead 
(being the klutzy Klown that you are) 
you press the panic button that 
sends you plummeting to Earth. 
Blackjack has set bombs in different 


tllTlll 
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There’s a newer, faster, nuttier 
rodent in town and his name is 
Mr. Nutz. 


This street-wise squirrel is one 



radical rodent who can bat his 
enemies with a swish of his tail. Mr. 
Nutz is armed and dangerous, 
throwing his stash of hazelnuts at 
anything that stands in his way. 


This game is packed with many 
levels of squirrel-battering action, 



nut-chewing skill, and tail-tapping 


sounds. Mr. Nutz brings great visual 
details to your Super NES. You and 
your control pad better be pretty 
close in order to handle all of the 
great action of Mr. Nutz’s first 
adventure, which is filled with so 
much wacky fun that it is sure to 
drive you nutz! 





wusji STOHT 


One of SNK’s first fighting games 
now has a sequel which has more 
fighters, more moves, and more 
special attacks. 


Art of Fighting 2 is a great 
improvement over the first install¬ 
ment with four new fighters, 



(Sakazaki.Temjin, Yuri, and Eiji 
Kisaragi) to choose from. Each new 
character has his/her own special 
move for you to master. All the old 
characters are here, with new 
moves as well. 

This sequel has improved graphics 
with more color and better detail 
added in. The sound also rocks. 
Overall, game play is smoother, 



making it easier to perform the 
special moves.This makes playing 
a real art. 



Capcom wasted no time continu¬ 
ing the best RPG series they have 
ever created. 


The first game was recently 



released here in the States by 


Square. In Breath of Fire 2, the lead 
character is a boy named Ryu, a 
member of the clan of the White 
Dragon who was orphaned long 
ago. With the help of his partner 
Bosh, they set out for a new 



adventure. You can expect a welt 
thought out story which makes for a 
good RPG game. The graphics of 
the players and the fight scenes 
have been improved as well. Breath 
of Fire 2 looks to be one of the best 
sequels ever made. Prepare your¬ 
self for many sleepless nights if you 
get this game. 
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SQUARESOFT 


Enter the Config Screen 
and you can change 
options such as Battle 
Mode, Battle Speed, 
Message Speed, 
Command Set, Sound, 
and even the Window! 


Pad; Moves 


party & cursor 


Select; Scroll 


Start; Pause 

There are 

A; Execute 

more ways 
to use the 

B; Cancel 

controller 

X: Subscreen 

than what 

Y; Switch 

has been 

R; Run away 

mentioned 

L; Run away 

here. 


JLs^ 


'Gm 

A V 

f 






OCTOBER 1 


STORY 


The greatest RPG series, 
Final Fantasy II, has 
been followed up by a 
large and complex game. 
FF3 features an all-new 
cast of characters, each 
with varying skills and 
abilities. All play a major 
role in one of the most 
unique story lines for a 
video game. Throughout 
the adventure, you’ll 
encounter strange items 
and bizarre creatures. 


Oct To Know Your Hcnu Screens 






f HMiR 


Long ago, \hc War of flic Magi 
reduced the world fo a scorched 
wasfdaiKl, and magic simply 
ceased fo exisf. 


Buf fhcre are some who would 
enslave fhe world hv reviving 
fhe dreaded desfruefive force 
known as "magic.” 


Can if be fhaf fhosc in power 
arc on fhe verge of rcpcafing a 
senseless and deadly misfake? 


Abouf 1000 years have 


Whenever you 
meet new charac¬ 
ters, you may 
change their 
names or just 
keep it by press¬ 
ing START. 


passed ... Iron, gunpowder, 
and steam engines have been 
rediscovered and high technol¬ 
ogy reigns... 


jUkjium 


14 li 1 * H i 1 rt Vv 

tint'd Nd t I 

T tu'l m I niit 


V J' i‘ ,1 Ml ' 

■v [ . Il I I t ^ 11 <■ 
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T . ^■ll| .'1 » 

(If r r 11^1+ 1 I I ‘ 

( .1 .* I' I -I ■ 

“■I .t - a Nt - t t'.l 

> i , n k i - 


Press “X” to access the Menu Screen. 
You will be able to view various 
aspects of the game as well as change 
the game to your playing preference. 

I. Ifem Special items can be used to 
recover Hit and Magic Points. 

2. Skills Special skills of your party 
members are accessible, 
vi EcjUip Equip a fighter with various 
ear such as armor and weapons. 

]{elic Items, when equipped, give 
fighters special abilities. 

5. SfnfUS Clues you in on the exp, 
power, and abilities of each member. 

(i Config Several features relating 
to the game can be adjusted here. 
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= A nice lil'tle tutorial of how the game is plaveci 


1 NinitiiNMi Nfm 


Early in the game, you 
may visit a classroom 
where you can learn lit¬ 
tle things about how to 
play the game as well as 
some helpful strategies. 


Attach or be attached from all sides 


Using her 
magical 
abilities, 

The Evil 
Empire has 
taken con¬ 
trol of a 
young girl 
to do their 
bidding. 

Now with 
news of a 
magical crea¬ 
ture, known 
as an Esper, 
they send two 
soldiers and 
the girl to a 
faraway land 
where the 
being has been 
discovered. The 
adventure 
begins... 


== Ride that Chocobo! 

Ride the mystical bird to 
travel fast to lands far away. 


World riap 


When traversing the 
outer land, use the 
map to gauge your 
current position. 


l-roiU 

This is a normal attack 
against enemies. 


i^ach 

Enemies attack your 
party from the back. 


Surround 

Surround your enemies 
and attack. 


heiiuj Surrounded 

Enemies encase your 
battle party. 


Use The 


Press the B button to 
dismount and walk again. 
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FINAL F A N T 


A 




Terra represents the rebirth of magic. 

She has abilities the likes of which no 
one has seen before. The evil army has 
tried to harness her power, but the magic 
of the Espers will see to it that she will 
escape from the army’s control. 



LOCKF 


The great treasure hunter, Locke doesn’t 
mind breaking a few locks in his search 
for fortune and fame. Nevertheless, he’d 
rather be called a hero than a thief. 
Locke’s strong will and cunning sense 
make him a good ally. 






The town seems peaceful, but look 
out! You could be in for an evil encounter. 


Figaro Bound 


Two soldiers escort the captured magic 
user, Terra, on Magitek machines. She is 
unaware of her magical origins. But soon 
she will remember. 


Mag 




De-f- 


LUEDGE 
U ICKS 


1 xein 


On 


The first Boss is a snaildike creature 
that can absorb your lightning shots. 


South 



Locke is good 
friends with Edgar, 
the King of Figaro. 
When things go 
sour in Narshe, 
Locke takes Terra 
to the safety of 
Figaro Castle. 


The drama between Edgar and the evil Kefka results in the sinking 
of the castle in the desert. Edgar, Locke, and Terra venture 
through a cave to South Figaro. In the cave, they find treasures 
and the refreshing Water of Recovery. 
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A S Y ALLIES 



== EDGAR 

The King of Figaro Castle is very handy 
with machinery and tools, making him a 
very valuable part of the team. He also 
fancies himself to be a ladies’ man, but 
moves in that direction often 
result in faiiure. 



= SA13IN == 

Sabin is the brother of King Edgar. After 
a falling-out with his family, Sabin ieft for 
the mountains and learned martial arts. 
Sabin’s Biitz techniques and strong 
conviction make him a good member 

of the team. 



N EPIC ADVENTURE- 

=^= \w the City -- = riountain Adventure 





Edgar’s brother is 
in the mountains. 
The party meets 
up with this mar¬ 
tial artist and 
other “Return¬ 
ers.” After some 
drama, they join 
forces and decide 
to move together. 


South Figaro is in real 
danger of being taken 
over by the evil army. 
Our adventurers decide 
to leave and seek help in 
their effort to overtake 
the army. Before they 
leave, they should buy 
Sprint Shoes, Potions 
and Antidotes. 


Returner Hideout 


The Returner Hideout is the headquarters of the Resistance. 
Terra is the key here. She has to talk to the leader, Banon, and 
make the decision to join the Resistance. 


growing 
party takes a 
raft on the Lete 
River. While the 
party fights, 
Banon provides 
everyone with 
recovery from 
damage using 
his Health spell. 


A wonderful 
mountain view. 


River Ride 


Ttrisr tmirn’ff (|o ffirfirn 
f imi iirrtli flutir llrincrr, 

rirtike ft in* ’em! 

^ • * - 





= And 50 the story goes... 

Edgar aiKl Terra race toward Nar^he while 

protcctii\g Baitoii.. 

...but wliat about Sabiu, wl^o \\m .swallowed by 

the raging waters...? 

...and how is Locke fariitg after haviitg peneti'ated 
the Empire’s detenses in South Figaro...? 

Is all going according to plan...? 



At this point in the game, you will have 
the choice of three possible paths. 


























































Here they are, in 
time for you to 
make the call on 
how the Super 
NES compares 
to the Genesis 
and Neo*Geo. 


SAMURAI 


Below are some of the skills and main features in the game every fighter should 

know and take full advantage of in order to survive. 

UMh^ttier Cowia* Man: 

He will often run 
past the screen in 
the background 
when your in a 
1| fight, lobbing 
SJmJII parcels at you and 
your opponent. 

BOMB: You’ve got a few 
seconds to escape before 
they blow up. If you’re 
nearby you’ll be injured* 

M^T : Try to grab all of 
th^e items. The larger the 
portion of meat, the more 
your life gauge will increase. 

MONEY: Everything from 
cash boxes to smaii change. 
So after a hard day of figtitjliig 
you can buy a new kimond^ 


In the Options Mode you 
can change the game 
level and the game time 
as well. There is also a 
sound mode and button 
control for you to set the 
controls to your liking. 


In Shodown a player has two kick<and-slash buttons 
he can use in a fight. One is a weak and the other is a 
strong attack. If you hold down both kicks or slashes 
you will get a hard attack off. This attack can be used 
in your special moves as weil giving a player a very 
powerful move. ,-| HaJH 


Locking Weapons: 


Sometimes in the heat of battle 
you lock swords with your oppo 
nent in close combat. When this 
^ I happens press the 
stash button repeat- 

g^|y n 

you don’t press 
HjMW slash fast enough 
you may lose your 
^ weapon, or you 
could even break it. 


At the end of the 18 th 
century, Japan suddenly 
became engulfed in a 
wave of natural disasters 
and cruel, vicious wars. 

A man with mysterious 
powers appeared at the 
same time the troubles 
began. The man was 
Amakusa and his power 
grows stronger by the 
day. Now it’s up to you to 
put an end to the evil 
now and forever. 


This gauge 
increases 
every time 
you are hit. 

When it’s 
maxed out 
use the 
power of 

your anger for attacks. You’ll also take 
hits harder so keep your guard up. 




Jftraw dummies 
"^piar from the top 
and bottom of the 
screen. Slash them 
all in the given time. 




ONTROLLER 


Pad; Move 


Player 


Select: N/A 

You may 
find it a bit 

Start; Pause 

A; M-Slash 

difficult to 

B; M-Kick 

perform 

X: L-Slash 

some of the 

Y: L-Kick 

special i 

R: Hard 

moves at 

L: Hard 

first. 










MODERATE 
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Pou/er of Amdkusa 


Once you defeat all 12 warriors in the game you 
go up against the dreaded Amakusa. Amakusa 
has been sent to this world to bring it into a vortex 
of chaos and destruction. Only you can stop him. 


With his unfailing Ninja 
bog, Poppy, Gaiford is seek' 
ing to become the first A 
American Ninja. Fighting ^ 
for truth, justice, 

Mom, and apple 


u More than 10 feet 
f tall, this conspicu- 
^ ous Ninja dropped 
y out of training to 
^ pillage the trea- 
^ sure of the world. 
The mighty Texan 
lets no one or no 
I thing get in his 
I way. 


+ Button 


► Y A + Any Kick > A Y + Both Strongs Y + Any Button 


Jumping y * Kick Repeatedly Slash Repeatedly 


< Hold >+ Any Slash XA-Y A^ + Button 


The strongest of the 
dreaded IGA Ninjas. 

L Hattori is feared for 
1 his cool profession- 
r alism and practicali¬ 
ty. His battle is always 
a personal one. 














■'- 





* 



i 


Wi 



rl 
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%dhlMno 


The snooty master of swordsman¬ 
ship with a rebel mentality, who 
loves being aione but hates soli- 
de. He has set out on his jour¬ 
ney to find the perfect bouquet 
for his beloved Kei Odagiri. 

Watch out for his unpre¬ 
dictable fighting styie. 


Y >■ *< + Any Slash Button Jump > V + Any Slash 



A kind man devoted to a 
. cruel way of life, Tam Tam 
I seeks the lost Incan 
) Parenke Stone, which 
protects the life and 
welfare of his beloved 
Ixcx Incan village. 



► A Y >- -< + Any Slash < Briefly ► + Any Slash 



YA>-+ Any Slash Y >--< +Any Kick 
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Any Slash button Repeatedly 




Y A>- + Any Slash 



Jubei Yagyu was once known as the 
emperor’s secret servant. Jubei 
is a strict observer of Bushi, 
the way of the Samurai. He 
has tempered his mind and 
body to become a lethal exten¬ 
sion of the Japanese Empire. His 
Yamato blade and Iron Tiger 
dagger will cut 




Elite warrior of the 
infamous Doom Bewee 
Bway tribe. He is known 
for shredding his vic¬ 
tims. 


+ Any Slash 


> Y A + Any Slash 




An accomplished swordsper 
son beloved by the 
common people of France, 
Charlotte has risen to save the 
masses from the disasters 
despair that victimize her cou 
try. Her method of Power 
Gradation can overpower any 
adversary who tries to jump in 
for a quick attack. 


Any Slash Repeatedly 


Both Slash Buttons simultaneously 






































































































Invincible Samurai Sake expert 
Haohmaru has a taste for blood 
and cheap rice wine. This 
Samurai celebrity is known for his 
unparalleled swordsmanship, his 
Fugu blade, and his whirl- 
speed. With only two 
special moves Haonmaru is a 
very effective player. He has 
great speed and one of the 
best abilities to zone his enemies 
and defeat them. 







The Kabuk master Kyoshiro Senryo is a tempera¬ 
mental actor with a deep desire to be worshiped 
and a need to stand out. He has left the climes of 
Edo to surpass his father the Kabuki master and 
legend NAOITSU OBA. His main goal is to teach 
the citizens of the world the joy of Kabuki. 
Kyoshiro Senryou is a well balanced 
player with his 
honorable weapon 
the Shishi Ha (the 
Lion’s blade). With 
wide range of i 
moves which 
include both 
ground and air 
attacks, he is 
an excellent 
player to 
choose. 


y + Any Slash 


>y "Av + Any Slash 


► y A + Any Slash 


y >-< + Any Kick 





The angel-faced eagle handler 
Nakorura is the kindly maid^* 
from Hokkaido who communicates 
with nature. She seeks to protect 
the Earth Mother’s majesty from 
the dangerous follies of humankind. 
With her beloved companion, the 
majestic eagle Mamahaha, she foils 
the despoilers with her sword, the 
Hahamama Katana. The sword is a 
keepsake given to her by her late father. 








► Ay ►-< + Any Slash 




^ - ' i 

i 

pW- 

l#i 

1 a—! 





y 4-Both Slash Buttons 



► y A + Any Slash 




Belying his monstrous 
looks, this military 
genius who seeks to 
unify the warring regions of 
China has come to Japan 
searching for recruits for his 
army. A brutal, calculating 
warrior and loving hus¬ 
band, Wan remains an 
enigma to all he meets. 


y A *< + Any Slash 
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OPTIONS 


In the Options Mode you 
can change the difficulty 
level of the game. There 
is a sound test to check 
out some of the cool 
soundtracks. There is 
also a control setting. 


CONTROLLER 



B: Jump 
X; Bomb 
Y: Fire 
R:N/A 
L: N/A 


The controls 
of the game 
are great 
and a snap 
to pick up. 
You’ll be a 
cowboy in 
no time. 




STORY 


Travel back to the Wild 
West, where things are 
wilder than you think. It 
seems that the future has 
meshed with the West, 
giving way to all sorts of 
havoc. You can play the 
role of two heroes as you 
step forward to blast the 
relentless hordes of bad 
guys back to wherever 
they came from. 

Natsume just made the 
Wild West wilder! 






Here are the skills you wilt need in order to survive 

in the Wild West. 



Here are the weapons you can pick up 
in the different locations in the game. 


Irf « 


BOMB: You start with three of 
these and can find more 
along the way. Destroy every¬ 
thing on the screen with this. 


POP GUN: This is more or pGUW 
less the joke weapon. It does ^ 
approximately no damage to ^ « 

any enemy in the game. I— 










■ TtufiTM 


VERSUS 


HODE 


The VS. Mode is an added feature that iets you 
know who’s a better shot. This can be piayed two-player simultaneous or 
against the computer. First, start off by shooting cardboard cutouts that ran¬ 
domly pop up. Next you're in a mine shaft picking off faiiing rocks, barrels, 

i ■ M • Mill ..I 

and pass I 


A good way to 
avoid bullets. 


in n f- 


This briefly 
freezes enemies. 


V-GUN; The strongest gun in 
the game! The only way to get 
it is by a timed meter that 
charges during the game. 


Annie and Clint have four different colored 
outfits you can play as. Below are the four 
color dress¬ 
es Annie can 
change into. 

WOW! 


This will send 
you up higher. 


Dive quickly 
out of the way. 




7 9 






e: 




When push comes 
to shove and there’s 
just too many ene¬ 
mies on the screen 
at once, use your 
Power Bomb. It 
should just about 
wipe out everything 
on the screen so 
you can start 


Hit 'em with the 
butt of your gun. 


Shoot incoming 
bullets. 


MACHINE GUN: This gun lets 
out a fluid stream of bullets 
that will quickly destroy 
anything in its path. 

SHOTGUN: A decent gun to 
pick off easy prey. It unleash¬ 
es a spray of bullets and also 
gives you a bigger crosshair. 


GRENADE GUN: It’s the sec¬ 
ond strongest gun. It will 
demolish anything in sight. It 
has a delay between rounds. 


I 
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Inside the 
restaurant 
be sure to 
destroy the 
tables so 
enemies 
have no 
cover. They 
will also 
attack from 
behind the 
long bar. 




cimsoN' 

C3T7 


■**— This is the 
i#vvT first location 
AJUN you fight in. 

„ it’s more or 

jr less a prac- 

■ tice stage. 

Once you get 
past it, you can go to the 
next four main locations 
in the game. Carson City 
is made up of two areas; 
each comes fully 
equipped with Mid- 
Bosses. After finishing 
these two areas you then 
take on the main Boss. 


Gun slingers 
attack you 
right outside 
a restaurant. 

They will 
also pop out 
of the win¬ 
dows and 
the carriage 
set in the 
background. 




i 












to : 




This huge Mech will launch missiles at 
you and fire his machine gun as well. 
Shoot him in the head to do damage. 










Freeze this 
mechanical 
cowboy and 
then fire 
away at it 
auicktv. 


This Boss 
will fire fast, 
so get ready 
to jump very 
quickly. 





In the 
Desolation 
Canyon there 
are more 
mechanical 
enemies you 
must face. 

Some of them will try to 
freeze you with their las¬ 
sos, making you easy 
prey. This is one level you 
want to play two-player 
simultaneous, because it 
will make the level much 
more bearable to pass. 


Be on the 
lookout for 
enemies rid¬ 
ing on flying 
saucers and 
for guys try¬ 
ing to dis¬ 
guise them¬ 
selves as 
bushes. 


This bandit 
will keep 
you busy as 
ne fires a 
stream of 
bullets at 
you. 


If you don’t 
hit this 
Boss fast 
enough he 
will keep on 
multiplying. 


The battle tank wilf use a flamethrower. 
Be prepared to jump over it. When you 
see an opening, aim for the turret. 


The second part of this 
level is a bit smaller than 
the first one, but it 
doesn't mean the action 
stops short. You could 
almost say this level is 
tougher because of the 
limited space you have 
to move around. Be sure 
to watch out for missiles 
fired from the water. 














fin 




Uok 


mr 
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Now the 

m action comes 

at you in full 
M force at the 

TP Ammunition 

Depot. You 
will notice 

quite a few enemies on 
this level, and some of 
them will start to throw 
dynamite at you. This, of 
course, can be used in 


The heat is on 
here. Be sure 
to take out 
the machine 
gun-based 
pod at the 
right. That 
will knock off 
most of the 
gunfire com¬ 
ing at you. 


DEPOT 


This Mid- 
Boss is sim 
ilar to the 
previous 
one in the 
Desclation 
Canyon. 


The evil one 
from the 
restaurant 
returns with 
a new 
sidekick. 


In the next 
part of this 
stage, the 
baa dudes 
are protect¬ 
ed by bullet* 
proof 

shields, and 
can only be 
hit when 


To defeat the main Boss you want to keep 
hitting the glass section. Be on the look¬ 
out for the sniper that pops out. 


This is the fist section of 
the Gold Mine, which is a 
bit smaller than the 
upcoming section. Here 
miners ride in on carts, 
throwing dynamite and 
swinging their mallets at 
you when in close. 
Above the tunnel there 
will be snipers just wait¬ 
ing to take you out. 


^ " You have to 

D be a crack 

shot in order 
■fB to survive 

J|l this level. 

Most of the 
enemies are 
lurking way in the dis¬ 
tance or speeding by in a 
mine cart. Two players are 
much needed here to hold 
the fort down. One player 
can take on the enemies 
in the background and the 
other in the foreground. 


mechanical 


Robots will 
drop down, 
spraying 


everywhere 
Be sure to 
take them 
out first. 
Next go for 
the guys in 
the back. 


This tough crab Boss will use his claws to 
ward you off. Be sure to avoid them and 
hit him between the eyes when his guard 
is down. 



























V l%li 

( Freeze him 

■Wj f 

go for the 

with the 

gem in the 

d lasso. 

center! 


32 Super NES Buyer’s Guide 

























































Here are the 
main sections 
you want to hit 
on the train. Be 
on the lookout 
for snipers, too. 


Enemies 
come rid¬ 
ing in on 
horse¬ 
back as 
they 
shoot at 
you in a 
frenzy. 


B.HITj Armored 

JCgjp |gyg| 

nff there are no 

hI Mid-Bosses 

or different 
sections to the 
levei. The entire level con 
sists of the train. There is 
a section before the train 
comes where enemies 
ride in on horseback and 
in dune buggies. Once 
you defeat the train, you 
then face the main Boss. 






This Boss flies in 

with a jet back .. 

attached to him, 

throwing dynamite - ^ 

at you. He will also 
fly into the fore- 

ground and charge you with his knife. 

Get ready to jump! 




The hand car 
will launch out 
missiles in 
order to stop 
you. Aim for 
the men. 






" This is the 
I m last stage of 

the game. 
Three stapes 
TP make up this 

“* levei. The first 

part starts off 
with a real bang when two 
Mid-Bosses are thrown at 
you. The next two foflow- 
mg stages are extremely 
difficult; two players are 
needed here. If you sur¬ 
pass these stages you’ll 
face the final Boss in the 
ultimate showdown. 


Try to concentrate on one Boss 
at a time for less confusion. 


Have one guy freeze him while 
the other fires at him and the 
surrounding enemies. 






The final Boss will start out in the back¬ 
ground, launching missiles at you. He will 
then jump to the foreground for a close 
attack. 


Attack the center gun point, 
and get ready to jump a lot. 


% " 

. * rt 1 /r 


-41 .. 


‘ ■ 


^ -j 


— 





-# . .. 

i 
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In the Options Screen 
you can modify the diffi¬ 
culty of the game from 
practice to difficult. You 
can also change the but 
ton configuration to suit 
your own needs. 


eONTROLLSR 




Pad; Move 
Jim 

Select: N/A 
Start: Pause 
A: Whip Head 
B: Float Down 
X; N/A 
Y: Fire Gun 
R:N/A 
L: N/A 


It takes a bit 
of time to 
get used to 
Jim’s 

moves. But 
once you 
do, you’re 
on your way, 




5roi?y 


Jim started life as a 
simple earthworm when 
suddenly, out of the sky, 
a nuclear-powered space 
suit falls onto our wormy 
friend. The radiation 
mutates the worm into 
the head of this suit, thus 
creating Earthworm Jim. 
Psy-Crow continues to 
search high and far for 
the suit he rightfully stole. 
Only Jim can bring peace 
back to the land. 
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Moves 


Plasma: 
A power 
shot. 


annoying crows wno 
swoop down trying to 
take off his head. Be on 
the lookout for Chuck’s 
junkyard dog, Fifi. 
Along with the many 
enemies, Jim has quite 
a few obstacles 
to overcome. 


ons 


Zipper 




1 Run;; 



1 

V 4 J 


t> - 

Floatr 



l!|l 







j|™ 

[m| 

li;^j 


Rounds: 

Health: 


~ Adds to 

Md to 

I" J l*X 


your gun. 

Jim s life. 

# ^ 



1-Up: 
Get a 
free guy. 






























Travel to the pits ^ 
of hell as Jim 
faces the evil 
, creatures who ^ 


Jim takes the sport of 
bungee-jumping to a new / 


versus Major iviucus j 
as you try to break m 
Major’s rope while 
plunging to the bot- 
tom of the canyon. 

A huge beast at the 
bottom awaits the loser 


getting around tlje level. The Boss, Evil 
the Cat, is set in the backgrouncHvaiting 


Hit Major oh the 
side of the 
canyon to weak¬ 
en his rope. 


One wrong 
move will send 
you flying 
against the wall. 


Welcome to Buttviite. It’s inside these 
dark and creepy caverns that you face 
Queen Pulsation, Bloated, Festering, 
Sweaty, Puss-Riled, Malformed Slug-foK 
a-Butt. Below is a map of this huge Boss 
you must defeat. All of Jim’s skills are 
needed here so he can get his butt out of 


Follow the arrow to get 
to the next location. 


Aliens will pop out of the 
background and attack. 
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Based on the popular 
cartoon series (and sub¬ 
sequent full-length 
motion picture), Batman 
now has his own game 
with graphics right out of 
the show! 


Pad: Moves 
Batman 
Select: N/A 
Start: Pause 
A; Use item 
B; Jump 
X: Change item 
Y: Punch/Kick 
R: Block 
L: Block 


Batman has 
separate 
attacks 
whether he 
is standing 
or crouch¬ 
ing on the 
ground. 


This is a different game 
than the previous Konami 
Batman title {Batman 
Returns). Whereas 
Returns was more of a 
side-scrolling Final Fight, 
this one requires a little 
rhore strategy and reflex¬ 
es. In this game Batman 
is pitted against some of 
the animated series’ vil¬ 
lains {like Poison Ivy and 
the Joker) with music 
from the show. 


rmT'ni 

^^^ACTIOJI 






^^MOMRATE 





in;;;;;"''' kowawi | 





i;, ' 55% 1 



THE BASIC MOVES OF BATMAN; 


Batman has sever¬ 
al attacks, and can 
even block his 
enemies’ attacks. 
Some of his move¬ 
ments take some 
practice to fully 
master, though. 

Jump Kick: 


Block 


Throw: 


■ '<w W 


Hang: 


Wall Jump: 





1 


tW 








Protect yourself ( 
from blows. 

Roll: 

i k 


Close to enemy 
then PUNCH. 


Punch: 




JUMP Up to ledges 
above you. 

Grab: 






MW. ' irlSIh. 


JUMP up, then 
press PUNCH. 


Diagonally down 
forward, JUMP. 


Simply press the 
PUNCH button. 




Push into your 
enemy to grab. 


JUMP at a wall, 
then JUMP again. 

Low Kick: 


o Jw 


'flasESK.. 


Push DOWN, then 
press PUNCH. 



fOlHtWT 

|__tBatarang 

r’lGrappling gun 

F^teart srtar 

gun 19 

t^iSiDOke boat 
m?-explosive 15 

FjIf lash light 
rijGas mask 

rFl-lay goggles 

START ' 

TO EXIT 


Weapons of the Dark Knight; 

Batman has several weapons and items he can use in the 
game. These range from smoke bombs to Batarangs. Batn 
also has an X-ray Scope so he can see at night, and a Gas 


is unfit to 
breathe. You 
have limited 
quantities of 
some items. 


MW 



stage 2-1; Poison Ivy's Forest 

Don’t just think Batman can run through the forest—beware of objects that fall from above! Ivy’s bench 
women will also attack with their gas guns. Don’t try and grab them—they will kick you away and do 
you harm instead! Giant earthworms will also attack from the ground below. 

Defeat these by crouching and using kicks to smash them into oblivion. A 
long vertical section is next. 


©The Adventures of Batman and Robin and all related characters are trade¬ 
marks of DC. 




















STAGE 1"1 & 1-2; The Amusement Park 

The first part of Stage 1 takes Batman through the 
city streets and into an amusement park! Once inside 
Joker’s 
Funhouse, the 
waiis will close 
in on you, 

sometimes reveaiing deadiy 
spikes on the ground. 



HARLEY Q, 


D f SOO 


^TAftn 

00300 




STAGE 1-3: The Roller Coaster 

This part takes piace on a fast-moving roiier coaster! 

Joker wili throw parachuted bombs at you, but these 

can be punched 
or kicked away. 

02000 * 

I ' At first, you 

cannot directiy 

^ fight the Joker—wait untii iater 

_ when the scene changes! 



BfiFAfin 

02 S 00 


; O 


Bi Bat^n! 


There is a Mid-Boss of this 
stage—a giant nutcracker! 
Avoid the pointed staff and 
kick it in the head! 




—Mil. 





''BfllAfifl 

O t 900 






■i:^i 





C 


■ 




.... 




sflTAfln 

D 2 900 




- % ^ 






‘ bfiTAfin 

a> 1 *9 

i 



-■ tfl/Afin 

D f 


- EflWWfl 


4»x«ao 




Bflmnn 




Is 

fy.lL,TT^ 


l&ar lucfa ham run 


/ \ 


Defeat archenemy Joker by 
punching his bombs back at 
him, and iater pummei him with 
your 


EifnAfirr 

tlV BilkD 





SflTAilil 

07200 


STAGE 2: Poison Ivy 

Poison ivy’s stage takes 
place in the woods. The first 
part (map below) is a hori- | 
zontai run through the 
woods with prickly objects 
that fall from above (and roll 
downhill). The next part (map right) is a 



BfUAfln 


H 

{ 

i 

i 




vertical run 
where you 
must climb 
vertically to the 
top while fighting enemies. Get ready to move fast- 
there is a horizontal scratch where the trees you 
stand on will fall. If all else fails, use the grappling 
hook to ensure passage. 



BfifAflll 


OVKOO 

1 

1 




/ • 




f ^ So , 1'11 tesoh you • 





BOSS; Poison 
has a nasty plant 
ng for Batman! The 
only way to defeat it is to 
kick it in the mouth when 
the mouth is open! Poison 
Ivy will also attack! 


' BflTAnU 

DeODD' 


BfiTAfll 

DSOtSO 
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You can configure the 
joypad to your liking and 
can pick STEREO or 
MONAURAL sound. 
There are also three skill 
levels: Easy (Digest), 
Normal, and Hard. 


Pad: Move 
character 
Select; N/A 
Start: Pause 
A:N/A 
B: Jump 
X:N/A 
Y: Attack 
R: Rolling Right 
L; Rolling Left 


There Is an 
option 
where you 
can config¬ 
ure the vari¬ 
ous buttons 
to your 
liking. 


Sparkster makes his way 
to the Super NES sys¬ 
tem! This time he is given 
a leaner, meaner look 
than the one he had in 
the previous Rocket 
Knight Adventures for the 
Genesis system. This 
time he’s off to save the 
princess (again) and 
must travel through sev¬ 
eral levels to save her. 
Sparkster has some new 
attacks as well. 


nOCKET KNIGHT AWENTURES: A KINDER, GENTLER SMRKSTER? 

Sparkster has been redone! Instead of the cutesy little character, Sparkster is now more determined 
looking. He also has a roll attack where he briefly turns into a fireball to move left or right. 


GENESIS, 

1993 


1994 


1994 


ROCKET KNIGHT ADVENTURES COMES TO THE SUPER NES 


LOOK OUT, SPARKSTER! ^ , 

Push DOWN M 
or UP on the ^ « 
control pad 

Sparkster Hi 
can see HE 
what is [H 
above or ■ * 
below! He 
can also do Hi 
a crouching 


1 'iJm 


Mid-Boss at the 
flying battleship: 
a giant mechani¬ 
cal monkey! 


siidetg^-^ 
WdRPpoten 
tial over¬ 
head and 
under foot 


STORY 


- 

V* i 1 

I'l 1 i 

1 Oill WII M »{ 




_ ' T _ 









f di Tef 












1 



_ 


■j. -4 j-. .1 
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OPTIONS 


I There is a password fea¬ 
ture and a Sound-type 
Option. Also if you finish 
the game, a password 
will be given that allows a 
Two-player Versus 
Mode. 




CONTROLLER 


Pad; Move 
character 
Select; N/A 
Start; Pause 
A: N/A 
B: Jump 
X; Special 
Y: Attack 
R: N/A 
L: N/A 


There are a 
few differ¬ 
ent control 
configura¬ 
tions when 
you are in 
Mech 
Mode. 



STORY 


Based on the immensely 
popular FOX television 
show, Mighty Morphin 
Power Rangers has the 
five main characters pit¬ 
ted against the evil Rita 
Repulsa! Utilizing their 
special powers, fight 
through the various 
stages, and combine all 
the Power Rangers to 
form a giant mech for the 
final showdown! It’s 
Morphin mania! 
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This is a long hori¬ 
zontal run through 
deadly city streets! 
Watch for Rita 
Repulsa’s hench¬ 
men. They are 
everywhere—even 
disguised as ordi¬ 
nary people. 




AR-EA-2; The F'actory 


again. He 
also has a 
fireball, 


MECh MODE: NOW THE POWER RANGERS WORN TOGETNERl 

- -... . The last two areas are V; " 

using a giant mech ^ 

... - ■ « - -" . ' ' - outfit. The last Boss f \ ^ ^ ^ 

has two parts and is a ' /X - , Jfl ® 

tough one! t 

SPECIAL MECH MOUES: WATCH THE METER! 

The power bar below shows which special move you can perform! To do one such move, 
press the X button. The longer you wait, the more powerful the move. 

WA\/E: Kjkl FLAME: fit 1 BALL: B9i SLASH: 


A horizontal high A fiery horizontal You wilt jump and 
blast of blue power, blast on the ground, fire diagonally dowi 

REGULAR MECH MOVES: 

OASH SLASH: LOW SLASH: SLASH: 


Tap twice forward, 
then press Y. 

KICK; 


Push down forward 
then press Y. 

HEAVY SLASH: 


BLOCH 


Close to enemy, Push UP, then press Block high or low 
then press Y. slash (Y). with this one. 

Mighly Morphin F^owor Rangers © and 1994 Saban Entertainment, Inc. ^ 


The second area will introduce verti¬ 
cal scrolling! Tap twice up on the 
control pad while hanging to ascend 


to platforms. The Boss attacks with 


a rake and accordion. He also tele- 


ports around the screen, making 


him unpredictable! The key to beat- 


ing him is to wait for him to appear, 

. 

then smash 

1 

rapid- 


vanishes 



‘ - » NV 1 

pr'! 

F' 

n 


M. 























































Bones is the Boss and he 


attacks in three forms: 
First he is a swordsman 
with a ground fireball and 
other nasty attacks. Then 
he will still attack—even 
though he will have no 
arms. His last form is a 
floating head. 








BILLY: 

A bit cowardly, Billy uses a 
short trident he 
can spin and ^ ^ 

hit enemies ^ ^ 



Each Power Ranger has a bomb that will wipe all enemies off 
the screen! You only have one bomb, but there is an icon for 
another one. Each character also has a combo attack (see 
sequence above). This can be done by repeatedly pressing 
the punch button while standing and will score multiple hits 
for more damage! This works as an ordinary person or 
Power Ranger. 


These three items will 
increase your health or give 
you an extra bomb! 


MOVES OF A POWER RANGER: 

All five Power Rangers have their own set of 
common moves. However, before transforming 
into a Power Ranger, each character must first 
fight as an ordinary human! Not all Power Ranger 
moves can be performed as an ordinary human. 

WALL JUMP: DOUBLE JUMP: SLAM: 


ZACH 


A dancer, Zach has a heavy 
axe that caus- 
es bad guys 
massive 


Jump at wall, Press Jump Grab, push > 
► + press B. rapidly. and press Y. 

JUMP HICH: RABBtT FUHCH: AIR THROW 


Jump, push < Grab,< then Grab, push 
and press Y. press Y. and press Y 


J- N *' 
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A/; 

f\ - 

Ai \ 

'■ -r* . 
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si^d 

^ii Jump; Jifick-Up: Push Item: 


...AND HIS 

Pe^ is Ardy^ constant 
attacks, d^endina on the tea) fd 
allows Ardy one hit—if Ardy is htfj PedlitfiH v 
can usuaily^Ind P^ again by opening one c 
Treasure Chests ih%ei^ies. 

Bite: Inflate: 


IIMirFw? 

At times, a itiys^ 4 
terious explorer t 
will show up and | 
help Ardy (Hit 
in 


iirtend, or an 
irtitiywork* 
ihg against i 
our hero? m 


?l This is a quick run through a 
1 trap-infested forest! Watch for 
^ I pits lined with spikes and other 
i nasty surprises. 


) Up the tree! This scene has a 
] frustrating factor—if you fall 
I at any point, you have to start 
i climbing all over again. 

Bm^ofsome ~ 
enemies that fire 


There is no control con¬ 
figuration or sound/music 
test. There is, however, a 
password feature where 
Ardy must put blocks in a 
certain order for the 
option to work. 


Look before you 
leap—you never 
know what’s 
below! This scene 
is loaded with 
spike-fitled pits, so 
be very careful in 
this area. 


Pad: Move 
Ardy 

Select; N/A 
Start; Pause 
A: Attack 
B; Jump 
X:N/A 
Y: Attack 
R: Run 
L: Run 


hie inflating ability 
for the first time. 
To ride him, just 
pres$ the y butoH 
and then hop on. 

limited time. 


The pad 
moves Ardy 
around, 
with buttons 
performing 
attacks and 
jumps as 
needed. 


buttoh to defeat ' 
Catry with the^^ 
giant boxing 
gloves. 

sMiaAei^^ere^ 
lUp^^befpre^H 
this fight. 


Several gems have been 
stolen and Ardy Light 
Foot must get them back 
Accompanied by his 
friend Pec, the twosome 
must traverse several 
treacherous levels to 
retrieve them all. Several 
Bosses and other ene¬ 
mies await our heroes. 
Can Ardy and Pec 
destroy the ultimate evil 
at the end of the line? 
Find out with Ardy! 


faking place ort the outside of aj^ 
plate ship, Scene nine has a cbiii 
pie of routes you can take to reach 


the Boss! However, there are some 


leaps of faith you may have to take 


as you can’t always see where you 


Grab these items for points, 






iSIS^S 














m. 

K p 'i V. 








r*' 





























































































mi m PEC'S tortuous journey: WM'i hi Sttr9. 

starting at the Prologue Scene, the map below shows where Ardy and Pfec mast 
before confronting the last Boss in the game! Some amaa conW more than one si^p^il^^S 
1J. Mining.Town Abtaze, 2} Grounder’s Mine, 3) 4) Lumberjack ^ 


^^“‘*8 Tree Fortress, 6) Eatefftrtf Anbieht Pyramid, 8) Mouse Trap, 9) Gilson’s Pirate Ship 




Shrouded in darkness, the final 
Boss remains a mystery to all— 
until you get to him at the end 

t i of 9 ^ 016 ! 




1Q) [slahd of Ruins, 11) Beecroft’s Stronghold, 12) Underground l^sage, 13) The Castle, 14) 
Throne Room, 15) ThaTQwer,16)4tall O!f Mirrors, 17) Royal Throne Room. After Scene 9, the 

pirate ship, the 


map will change to 
a series of brief 
cinemas (pictured 
showing 
^\Ardy and 
lihd Pec are 


■*< 

-tir- 














. 'IWE 

j.-"' ^'HL^ 

f ; 
















iy^ 


xr?-, , 
















iMt 
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After the escape from the Tree Fortress, 


■ I kySih0 




glaiiWf^term^ the Gi 

Attly and POc jej^^jlo^d, - 




5l^ 


1 Scenes seven and eight take place 
{ inside the giant pyramid! Moving pjaf 


i ^TiT Pyr^id 
















forms, trap doors, and even a ;pi 

biAf a if If A 11 i n f h i c ' I it Ktit^Af K> Af 




Xlipii^ Trap^ 




|await you In thifla^^inihbQ^i^ 


Using Ardy’s climbing abil¬ 
ities, carefully scale the 
drooping vines in the 
worm’s mouth. Be careful 
of spikes and acid that 
drips from the ceiling—you 
definitely don’t want to 
lose Pec here! 


(Below) Get the gem 
from the mouse that 
quickly slips into 
holes and other nar¬ 
row spaces! Watch 
out for the spikes, 
and use Pec to eat up 
enemies. 


There is no Boss in the 
worm scene, there are only 
deadly spikes and enemies 
to worry about. After this 


C ff j 'ik ,Y/ 'I 


s 


Psfescene-H 


ene, the worm will be cut 


le next 


(Right) Just as 
the walls start 
coming down, 
the mysterious 
explorer comes 
to the rescue. 
You have to be 
quick here. 


Arlsgenieis 
id defeat 
limply do S pogd 
jump on its head and 
get on the ledge with 
the lamp. Then keep 
doing pogo jumps 
until it dies. 



This Boss is 
easy to defeat. 
Wait for it to 
enter then stay 
on the top part 
of the anchor. 
Then use fast 
pogo jumps. 


guy ddeC have 

^sdmdpdfent 

feathers and 
missiles. He 
even throws 
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Get the miril Ardy icon for 
















































































There is a difficulty set¬ 
ting. as well as a sound 
configuration. You can 
also configure the but¬ 
tons on the control pad to 
your liking. There is a 
Password Option. 


They’re back in the final 
installment of the middle 
three Star Wars 
episodes. Super Return 
of the Jedi has more 
Megs, more characters, 
and more everything! 

Play as Luke Skywalker, 
Han Solo, Princess Leia, 
Chewie, and even Wicket 
the Ewok. Several levels 
await you—all ending 
with Luke confronting 
Vader and the Emperor. 


LEIA BOUSHH 


Five characters are in Super Return of the Jedi! Leia has 
three different character types, depending on the scene 
she’s in. Wicket the Ewok is aiso in the game. Each'charac- 
ter has a special plus a regular attack. Luke Skywalker can 
use the Force (as he could in Super Empire Strikes Back). 

Additionally, there 
are some new ene¬ 
mies—most 
notably, the evil 
Emperor, Jabba ‘ 
the Hut, the 
Rancor monster, 
and many others 
from the'movie! 
There are even 3-0 
Mode 7 flying 
sequences with 
the Miltennium 
Falcon and 
Speeder Bikes. 


LUKE SKYWALKER 


LEIA 




HAN SOLO 


Episode IV: 

A NEW HOPE 
(STAR WARS) JVC / 1992 

g t The first episode 
I j had the Rebels 
! victorious as they 

I ^ Si" I'l destroyed the 

Death Star. Yet, 

iMiiiij Mii the Empire would 

strike back. 


THE EMPIRE STRIKES BACK 

JVC 71993 

Luke and the 
Rebels flee the 


— > 1 ’ 


Vader defeating 
Luke. Luke 
learned the Force 
in this one. 


Jabba the Hutt’s giant sail 
barge will bring back memo¬ 
ries of fighting to the top of 
the Sandcrawler in Super 
Star Wars! There is a Boss 
on the top that carries a 


STORY 


Beware of falling off the bot¬ 
tom of the flying ship—it’s 


r J| 

‘M-fc d. m M ■ 


r '■-k M. -m 

n 



LliK/ 

13 3Aj 

n 

^ J 

5A1 

^Gj 

1 

H- 




Pad: Move 


character 

♦ 

Select; N/A 


Start; Pause 

Some of 1 
the func- 

A: Specials 

tions are 

B; Jump 

different 

X; Bomb 

depending 

Y: Shoot 

on the char- 

R; Look up 

acter you 

L: Look Down 

play. 

^ ar: ' 
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Return of the Jedi is a registered trademark of Lucasfilms, Lid. All rights reserved. 































































SOME SCENES FROM THE MOVIE RIGHT IN THE GAME! 


OUTSIDE JABBA’S FORTRESS: 


INSIDE THE SAIL BARGE: 



i i '3 , P S 


^osrs^ 


I • ? 

^ « 


Mi ■ 


One of the earliest stages in the 
game is a journey to Jabba’s 
fortress! The Boss is also right out 
of the movie—the guardian at the 
door is a giant eye with segmented 



parts that attacks. 



Leia must fight through Jabba the 
HutTs flying sail barge, to reach the 
Boss, Jabba himself! There are sev¬ 
eral levels to the ship, with several 
balconies where you can jump to 
lower levels. 


THE POWER GENERATOR: 


On the forest moon of Endor, Leia Rebel must destroy 
the laser beam core so the rebels can assault the Death 



Star! Beware the 
giant laser beam that 
will fire. 



INSIDE THE DEATH STAR: 


Although far from completed, the Death star has two of the deadliest ene¬ 
mies in the game; Darth Vader and the evil Emperor! Luke must face them 
alone, and the stage is loaded with plat¬ 
forms you can destroy with your 
lightsaber and fall to the platforms below. 





MODE 7 SCENES: * 
Like previous Star Wars video 
games, Super Return of the 
Jedi has 3-D Mode 7 
sequences! One involves a trip 
inside the unfinished Death 
Star! Another is a ride on the 
forest moon of Endor. There is 
also a shooter level involving 
the Millennium Falcon. 




J 4 ^i f [T 
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There is no difficulty set 
ting, but you can config¬ 
ure the buttons to your 
liking. You can also 
select Stereo or 
Monoural sound effects 
for the game. 









^^^EPTEMBIR 


eonTROLLER 


I Pad: Move 
Bonkers 
Select; N/A 
Start: Pause 
A; N/A 
B; Jump 
X; Bomb 
Y: Dash 
R; N/A 
L; N/A 


STORY 


The Toon treasures have 
been stolen, and Bonkers 
the Bobcat must get them 
back. However, he must 
go it alone: his partner, 
and best friend, Lucky 
Piquel, has landed in the 
hospital. Bonkers must 
find the Sorcerer’s Hat, 
the Mermaid’s Voice, and 
the Magic Lamp. Using 
Bonkers’ special attack 
methods, see if he can 
find the items. 
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You can 
configure 
the buttons 
to your lik¬ 
ing at the 
Options 
Menu 
Screen. 
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IlimR mSNEY CAPCOM GAMES 


* 



The Great Circns Mystery 



Super NESf 1994 



The Main Map; Where to Now? 



Before each stage is a master map. You 
can select 
which stage 
you want 
to enter. 

When you 
finish a 
stage, it wiil 
be crossed 
off with a 
big red “X.” 


Continue: No Laughing Matter! 



To 

ten 


00 


on, you must lis- 
0 the comedian’s 
ke. 


Not only that, but you 
must lau^h ax the bad 
jokes as well. 



• 05/17 




• 25/25 *5 


• 25/25 mi 


•os/ii 


• 3 




ry 


fr 
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Intro Stage; Luminous Figure 

The Intro Stage gives you a good chance ^ 
to get used to Bonkers’ several move¬ 
ments and effective attacks. The Boss is 
the Luminous Figure who possesses 
several objects to attack you with, ff 
you have enough bon^, they alone 

should do the trick. 






r. t-r- 
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The ship has^^s^Dierdl levels 
el to via tbe ei^ator. Thii| 
gerous Is tbei'tioat locked 
stand still too long you Will 
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Several Areas for Bonl 
Bonkers Must Find a Missing Piece fn Ea* 

Sn Studio Stage: Wooly & Bully Ciil^ ^ 

Go inside the studio to face Wooly & Run 

I Bully! Be careful of exposed spot- win^ 

^ fig hts—they 11 shock you! to run| 

— Weasels run wildly through 

y treadmills, throwing bombs y^tripTupii 

» and banana peels at you. >^o8^esi) 

b . ^ It gets crazy! 


I. 

liVCB 


Bonkers* & 

Bonkers has several abilities 
including the essential Dash. 


Using the Meter: 

Build up the Dash Meter then push 
forward and the Dash Button. 
Bonkers will run. Push down while 
dashing and Bonkers will roll. 


Throw: 


Push the Bomb Button to 
throw a Bomb straight, or 
push DOWN and Bomb to 
slowly roll it on the ground 


Bonkers can jump over Push 
enemies, or jump on top DOW 
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OPTIONS 


CONTROLLER 
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Pad: Move 
fighter 
Select: N/A 
Start: N/A 
A: Low Kick 
B; Low Punch 
X: High Kick 
Y: High Punch 
R: Block 
L: Block 


Pushing UP 
on the pad 
makes your 
fighter jump 
into the air. 
There are 
also combo 
moves. 


STORY 


After the first Mortal 
Kombat, the combatants 
have been gathered 
again, this time with 
some new fighters. This 
time, the kingpin is 
named Shao Kahn, and, 
with his multiarmed fight¬ 
ing companion Kintaro, 
has pitted the fighters 
against each other in 
fights to the death—or to 
the fatality! Are you pre¬ 
pared? Yes! 


You can configure your 
buttons, adjust your 
handicap, and turn the 
music off. You can also 
pick from five difficulty 
settings. There is also a 
Group Battle Mode. 


tHJ KtN*; 

fife's 


IP wtr< 

i f 


The hidden 
J character 
^ the 

1 first game is 
now a 

controllable 
fighter! 
Reptile has 
the ability to 
\ turn invisi¬ 
ble, spit acid, 
and launch a Gravity 
Bali that knocks 
enemies into the air- 
setting them up for a 
nasty uppercut! 


— % ^ 


>1. 


SHANG TSUNG: 


111] Mil 
■'ll* 


411 HIMti 

4jn MiHr, 

. - -V- i 

<1 ' Ir M ft 

irn%-r, MLfff: 


• i 




t ' 


Defeated in the first game, ^ 

Tsung is granted youth by . « 

Kahn in exchange for luring 

contestants to the fight. Shung can morph into 
any character, but will change back if hit. 


MILEENA: 


4 






MiLietw* 


Kitana’s ” 
clone has several 
fast moves: a tele¬ 
port, a Ball Roll, 
and a Sai Throw. 


ClCl 


III] MINS 

INI b|IM' 


^ M II .11 y* .i!b.illft-lf .^^tl 


■H-.I ft;N r 


9 • 


* -i. 

« 

4. ■■ 






Armed 

with her r* 
twin fans, * ^ 
Kitana ^ 


if 


has speed, agility, and a move that paralyzes 
opponents temporarily to set them up for anything. 


JAX: 


til MIMS 

ini' HiHi; 


uiT Mrriii 


BARAKA: 


n^f MIMS 


. t »« 





& : 






» 

r V 

* ' 

\ 

7 

* H 


■'1 

' ^ 


Jax has devastating contact moves that inflict 
maximum damage on his opponents. He is part of 
Sonya's U.S. Special Forces Team on the trail of Kano. 


if— 

Another 
new addition, 
Baraka uses long, 
sharp blades to 
shred his enemies. 


■ Ill 

^ ft [f tVC 1 


111 * MIH'.: 

E c afA- tf m 


KINTARO AND 


()|* NIN-.: 

MIL C|!*f 


» |**T C n 
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SHAO KAHN: THE FINAL CHALLENGES! 

Kintaro and Shao Kahn are the , 

last two challengers. Like Goro, 

Kintaro has four arms and 

attacks similar to those of Goro. ^ ^ 

Shao Kahn has a Lightning 

Tackle and an Aura Spear for “ 

his primary attacks. Both will 

require your true skill to defeat . ^ ~ 

You will fight them in the Arena. _ ___•:' 


in MiNii 
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JOHNNY CAGE 


mJNG LAO 


OO I 41 N 5 




ecomoH 


KUKo wm^ 


Lao is a former 
Shaolin Monk. 


(Above) 
The cold, 
blue ninja 
has a new 
Ground Ice 
to make 
his 

enemies 
slip and 
slide into 
anything. 


The thunder god 
Ray den has a close, 
shocking charge 
move and all-new 
fatalities. 

He can 
also per¬ 
form his 
Torpedo 
move in 
the air. 

MULTIPLE FATALITY COMBINATIONS AND FUN WITH EXISTING ONES: 

. On the Kombat Tomb 


RAYDEN 


03 


LIU KANG 


LHf MiG Witts 


when the 

Spike Fatality is done, press DOWN on both 
controllers. (Right) Do the Deep Freeze Sub 
Zero Fatality on the Dead Pool, then do his 
Dead Pool Fatality move. You will knock 
your opponent into the water while he or she 
IS frozen! 


pu 


THE DEAD POOL & THE PITS: 

4 j ’ You also 

^ ' have 

somedif- 

I , ferent 

i fatalities 

on certain 
stages- 

like the Dead Pool, Kombat 
Tomb, and The Pit areas! 


ADDED FEATURE 
A GROUP 
BATTLEI 


vcu MiiSf £Af rtc Mfh icrH 


To do either 
of these 
finishing 
moves, you 
can only 
use kick on 
that round. 
Distance 
does not 
matter with 
these cool 
moves 
which are a 
good 
alternative 
to fatalities. 


CHOOSE YOUR FfGHlERS 


[ U 


Hold down the ? ^ 

top L and R " ~ 

Buttons on Controller 1, and turn the game 
on. You will get a different intro. Keep the 
buttons held and you can have a group bat¬ 
tle. Each player picks four fighters and 
when one is defeated, the next one jumps 
in. In this mode, it’s the best two out of three! 

OTHER OPTIONS: RANDOM FIGHTER SELECT AND DISABLE THROWS 

™ ' To have a Random Select, 

R r press UP then START at the 
r- Fighter Select Screen. To 

fc f’ Disable Throws, both fighters 
3 should press DOWN and High 

Fit ^ ' Tf .. Punch (Y on the default set- 

— I' • ting) until the match starts. 


BARAMA WfNS 


Everything from the arcade version is 
in this Super NES home version! The 
hidden characters (Smoke and Jade 
above, Noob Saibot below), how to 
get to them, the “Toasty” man— 
everything has been retained! 

And, yes, even the BLOOD! 
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TURN TO THE ONLY SOURCE OF 
ELECTRONIC ENTERTAINMENT 
THAT CONTINUES THE COVERAGE 
WHERE THE OTHER MAGAZINES STOP 

Serious gamers need a serious magazine iike 
ELECTRONIC GAMESl 

No one beats Eiectronic Games' coverage of 
every platform from portables to coin-ops. 
ELECTRONIC GAMES* critics reiy on years of 
playing experience and hands-on game design 
credentiais to anaiyze the iatest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam¬ 
ing! It's the only place you'll find entertainment 
superstars and industry insiders sharing their 
unique viewpoints while delivering the news 
and reviews that tell it like it is! 
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THE MRCRZINE OF INTERRCTIVE EXPERIENCES 

VOLUME 2. ^£SUE7 




SPEC mu SUPER NES STRTE OF^ THE RRT SECTION! 


IWRNT TO GET THE MOST OUT OF GRMINC 
STRRT MY SUBSCRIPTION TO EC TOORY! 

Get 12 Full Color Issues of EG For Only $23.95! Send Payment 
To: EG, P.O. Box 1502, Lombard, IL 60148-9623 

Name 


Address 
City_ 


State_ ZIP 

_Payment Enclosed 


Bill Me 


Credit Card Orders: 

_VISA _ 

Card No._ 


MC 


For Faster Servke, Call: 


Exp. Date 
Signature 


708-268-2498 

Mal^e checJs or money order payable to Decker Pubticatiorrs, Inc. Canada and Mexico add 
$10.00. All others by air mail $80.00. Any/all checks or money orders must be payable in U S. 
fur^dSn and must be drawn on an American bank, (American Express money order. Citibank 
money order, or any other type of check or money order that would go through a U,S, branch 
bank.) All foreign orders must be prepaid. Please allow 6-8 weeks 
for your first issue. HSNK9 
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It's Not Over Yet! 

Here are all 16 endings to this awesome upgrade! Find 
the No Continue and No Round Loss endings! 



■ * 

i \u1j 


I 

t t 








































they’ve got 

claws 


they’ve 


venom 


Jungle Bos^0 
butL.and really mess up soflieoRe slse's. Youll 
fire off your favorite fruit tlrough t1 different play 
levels*. Plus 5 wild bonus rounds. With eharaeters 
and songs straight from the Disney movie. Oisney's 
The Jungle Beuk even features movie-like super- 
smioth anim^fl. From Virgin and Disney, the 
same compiles that created AMfin for the 


they ve 


down 


ball 


hurl 


eating 


tiger 


spit 


fnaii 


monkey 


the 


maniac 


iie 




The 


can 


save 



Sega GenesiS^Jystem. So make like a 
banana...and split tor your irmust video store. 


Available for all your favorite game systems. 
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